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SAFETY PRECAUTIONS 



1. This Gaffie-Pak is a very f me instrument. 
Keep it away from very high temperature and 
mechanical shock at all times. Mever dis¬ 
assemble it for any reason. 

2 , Never get the terminals wet or touch them 
with your here hands, This could cause 
damage. 


This nfltci&l seal isyOur assufanG* 
that NINTENDO ' ha s reviewed rh:s product 

and Eh-at il ha & 11:4:1 yiar yrdy fi>r 

excellence in wwikmanstiip, reliability and 

entoftainmienn uvjilisi! Always took for ihis seal 
when buying games and accessories Id 
unsure complete DompBlibilrtv whh your 
NINTENDO ENTERTAINMENT SYSTEM* 


3. Do not clean the case with solvents of any 
kind, such as tbiitner, benzene, a I to ho I, etc. 

4, If you play the game for a long period of 
time r please take 3 short rest of 10 to 15 
minutes, about every 2 hours, for your health. 
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Y ou emerge from a 

groggy stupor and 
find your right palm 

covered with dried blood. 
Hmmm...no wounds... 

must be someone eise’s 


blood. The pain in your left 


forearm grabs your atten- 



remember who you are! 



NAMES OF CONTROLLER PARTS AND 
OPERATING INSTRUCTIONS: 

□nlv controller 1 is used for this gams. 


LEihlfllKL PAD fl A 



SELECT—' L-STAKT 


Control Pad: 

Us?tJ to nr.o'.'e pointer on screen, 


SELECT Button: 

N ml used. 


START Button: 

Used Jo start dhegame, 


A Button: 

Used to make a selection with the pointer. A iso used to 
reetf the ne*t pert of a message 




B Button: 

Usedtodese:ec: commands. 


HOWTO PLAY: 


Storting the Game: 

When the Upja Vu irtle screen appears, press STAR! ld 
begin the g a me. 


Choosing the File: 

After pressing START to begin the game, you will see a list 


of three possible FL.ES. Too three fi es let you sank the 
status of three different games. Use ihe control pac to move 
live luI et to Lha fi e you would Irka to u^e. When you first 
begin your quasi, each of these Files will be marked NEW 
indicating that each is a new game As you advance 
through the game, you may save your current position! su 
that yew can resume your game at a later time. 


The Objective: 

Vou have awakened to realize Lhai you can't remember who 
you are. W: e you injoeiad with so mailing? !F you ham? 


arty hope of Surviving, you've got to figure cut who yOli fire 
ar ii what is g - : -u 1 if that btood o« you-f hand isn't yours, 

nB . 

■■ 

whose is iff " :cly, if you arc killed in your quest, you'll 
have the ppdi. 


rsliming your gains where you left oft. 
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Playing the Game: 

DejeVu is a graphic advanture game which you contra us¬ 
ing the various windows on screen. When you fist begin 
the game, you will be given some important i inform a lion in 
the Test window at the bottom of the screen Press the A 
turnon 10 view Lite oent part of the message. You can also 
press the A button while the message is being written to 
more quickly display the lex'. After viewing the Iasi part of 
the message,, you will see the main game screen which is 
divided into three parts or “windows." het's logit at each dF 
liiese windows and then we'U show you how to use them tn 
get started- 


the View window in the upner.i«ft. r.f veur screen gives you 


a logic at your sorroundir- 
thc hotlom of your sei' 

ttk 

cion (or you to read 
(manipulate objects and i ik , 


v appears at 
1 informs 
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When you first aw&ksn you will find ycmrsclf in a restroom 
stall. In front of you hangs a tan trench coal Lets examine 
ilia Iran eh coat. Use the control pad to move the pointer eg 
the box next to the EXAM, command in the Command win¬ 
dow Press the A button to choose die EXAM, commend. 
The bo? will turn black to confirm yOur SC'DClion. 



Next use the control pad co mow the- pointer up until it is 
over the tren ch coal in the View window. Press the A button 
io examine the french ooeE. You will be divan a description 


of the trench coat. The EXAM commgivd is onh pi your best 
tools tor invasiiflatinq your ^roundings, 


JfSH'iL. 


L-Hj 


IE U 


You hav- 
yuu are. We 
a ny hope of surv. 

and what ES r d - -I. 

whose is it? r 
have the optu. 
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When you press the A button, the second part of the flies- 
safe wl be shown. 


Looks like there may he something of use in the pocket nf 
(he trench coat Let's take the bench coat and look inside 
the pocket. Press tfiH- A button tp indicate that you are fin¬ 
ished reading the message, The Command window will 
once again appear. 


Move the pointer to the TAKE command and press cha A 
button. Next, move the pointer up to the View window uniil 
it is over the trench coat and press the A button. You will 
receive a message confirminq that the coat has been taken. 
Pr ess the A button to return (g the Comm and window. 




Ypu will now s^e a COAT lasted in the GOODS page of your 
notebook in the upper [eft part of the window. 


Having taken the trench coat, you will now see a M re¬ 
volver in a holster hanging in front of you. As the message 
indicates, this will probably be hamjy! Press (he A button to 
return to the Command window, 
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The TAKE command wiH still be selected. To take the gun, 
move the pointer tu the gun and press th? A button. You will 
receive 0 message confirming that you have taken the gun 
and it will appear in the GDODS page of your notebook. 


Now let's took inside the packet cl the trench coat. Move 
the pointer to the box next to the OPEN command in the 


Command window and press the A button. Next, move the 


pointe r to the box next to the C OAT in the 



page of 


your notebook and press the A button You will receive a 
message confirming the opening of the pocket Press the 
A button again to clear the message. 


Your notebook will now show a psgfl listing the contents of 
the coal pocket. 

Some of these items will probably be useful, hue only it we 
get out of ibis restroom stall! 

The OPEN command should still be selected Move the 
pointer to the door gf the stall straight in front ol you and 
press the A button You will receive a message confirming 
the opening ol the door and you will now be able to see into 
the other fiart of tfro restroom. OK, let's get out of h$*r#! 
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Press the A buivj it tu return Cci the Command w ndow. Move 
ihe pointer to the MOVE command and press the A hu£on 
rhehnxpjst helnw the M0VF command givesyea a«over¬ 
head view of any available exits from your current position. 
Move the pointer down to the blue box in the area just be¬ 
low the MOVE command arid press the A button. You will 

ticii rnovtr Out oi the stall end find yourself in the middle of 
Ihe restroprn. Before you is another door Perhaps you 

shoc-ld open it and see what hes beyond. Ur maybe you 
should examme the other terns in th s room more carefully. 
The rest is up to you! Goodluc*! 

The other commands work similarly to Lhe ones you Eiave 
already used. The JoJIowing section con alums a summary of 
all the to as me nils.. . 
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Summary of Commands.: 

E^AM. This command allows you to examine objects m 

Ifte Vitw window. This is the best way to get in¬ 


formation on the objects you see. It will help you 
determine which objects are important. 


$ P FAK Us e ifi is co mmand to tel It to th e other eh a ra cce rs 

you may encounter, 


HIT Use this command to strike a forceful blow 

against someone or something. 

CLOSE Used to dose objects shat have bean opened. 

OPEN Used to o pen doors, po c kats r boxes, and othe r 

containers. You can also u:;e this to open items 
that appear in the !:OOTfi page n? your notebook. 

TAKE Use this commari it tq pi ok up an q Eject, After 

ta k inq an object, it wi II as pear on tfi e G OODS 
page of your notebook. 



LEAVE 


This command ids you try to drop so object at 
your current location, lou can do this (o lighten 
your load or to discard an item that is no longer 
of use, 

USE This command lets you use an object that you arc 

car tying. The objects you are carrying am hs-teil 
cm the GOODS page of your notebook. To use an 
a tie ct. lirst choose the USE command Next, 
move the pninter to the object you wanrt to use on 
the GQfJDS pafte pf your nolebOdl: and press the 
A button If this object is to he used on another 
object, you tan then move the pointer into i he 
View window u choose the object that should he 
acted upon, lit this way you can use a gun 
against an assailant for example. This command 
is also useful for consuming food nr drink. 
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This command permits you to native through yotsr 
environment. To use the MOVE; command. first 
move the pointer to the MOVE command and 
aress the A button. You can thoe specify where 
you would like to move by positioning the pointer 


over one of the available exits. Available exits 
are shown in toe box below the MfjVF com¬ 
mand. I his in g top down yi ew of your preso nrt 
location You may also specify where to move by 
moving the pointer te the desired exit in the View 
window a-id pressing die A button Each iimn 
you move to e now location, you will he g ive n a 
description of your surroundi ngs 







Hie Notebook: 

1 he Notebook window shows yoo an inventor'/ of the items 
or rrotes ynu arE tarrying. Only une page of the notebook is 
visible at a time iou rats USE the Left arid Right arrow bases 
in the Command window to torn the pages d! yam auteiiook. 


The Seif Bax: 

The SELF bo* lets you use ari object on yourself. Fen On. 
ample, to firing a glass of seller, you would first TAKE it so 
Lhat 1 shows up in the 60DOS pane ctf yoiir nntebonk. IM*xc 
yLuj would choose the USE command, select the seller 
Fro in rti p. Ti 0 DD £ pag o. and i a stly c house the SELF bon to 
use the sett net cm yourself. 


The Save Command: 

Ynu ran save yauf Current Status by selecting the SAVE 
command- Ihiswill allowyuu to resume your game at an¬ 
other time. 


Resuming a Saved Game: 

After pressing the START button to begin yovr game, 
choose the FILE to wh-ch you bad previously saved your 
gente. You will then bo given three choices: 

C 0 NT IN U E lots you re su no your pre vioc sly saved g a n ? 

EXIT lets you e-a luti your choice. 

lets you start the game from the very begin¬ 
ning. However, this will erase your prfivt 

ously saved game F 


NEW GAME 




COMPLIANCE WITH FCC REGULATIONS 


This equipment generates grid uses radio FrH-quH-nCy energy a lid f rtOt id! Stalled and us ed prop fi f iy, that 
in Strict accordance with the manufacturer's instructions, may natrsw irtlerlerenCB Vo raUic and 
telov.&ion reception Ithasbecn type tested a i»d f-oi jn 15 to n nm piy with th i? iirnils tar * Class 3 c«iri a in incj 
« b vie a in a etorila-rte with the specifications in Subpart J of Part 15 of FCC 3 u'es. which are designed 
to provide reasonable protection nga net such interfere nee in s residential installation However, 
there is no guarantee that ints rle ren c e wi II note ecu i in-a particular installation. If this eq .rip me et does 
cause interference to radio or television rec option, which ca a b » dete rmin ed by to i n mg the equipment 
off end on, live user is encouraged to try to correct the interierence hy nrn* or mere ul die tallowing 
measures: 


Reorient the receiving antenna 

- iMocaie tfi a N ES wh h re sjeci to the re cc i ver 

- Move the NE$ away from the fece-iuor 

P ; ug the NFS into a different outlet kci that Corilrnl deck and 
receiver are on different circuits 


If necessary, the user should consult the dealer or an experienced radicv'televts on technician for 

additional suggestions. fh* user may find the following book ft prepared by the Federal Communica¬ 
tion. Commission helpful: 

How to identify and flesolvc fladio-TV Interference frobfenv 

Th s bocklel * available from the U S Government Printing Office, Washington, |}.d. M-Uifl, Stock Nn. 
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90-DAY LIMITED WARRANTY KEMCO/SEIKA GAME PAKS 


'At DAY 11 Ml IIII WA RUNTY 

SFlK.4 d:ijn.i! ui tMfiiu. £i Ifc rr-zaial c my in in ■jcnh.icM' tfifl |Yfj: 

€• ■ h t Pak | PA*: Hriti inc! =r- c, f.anr- Pa>. ■.■Him =-r Ik 
ACEHtiu: il ihj" U- : i cr Iil> ii Eu'^zk «A nalimal nil vunbinjlip let r, 
tMiftd 9 a dirt Frori i nt Of py-tA tujll i EQMiifcl fryfi.'twicijrtfy 

OULriS OnV-q lli'i j] liry fr£'flfV!y pfeiuJ. SEftftto I i-tpui m rapjaft IN* 
frAIL ai (is pfliM. qi cftiriifr. 

Ta racE-t^ i*«s 
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plrt3=EfT- tv Ff>3riO. fC- .HiplW'kSE plL -AiJl -a Pwulu AudwiA 

M-n roThrt^- Snily TMCfd itas mnfrir *n it fi «iih. pjc^s 
T|»3 r# j«iU• dtftJTH! PJW, *r-ti l#fum HO' EEESdi 
fi! L.f «U: akO iH SurtEOfCRm s^ QftMWMiE. 
wrtfc d§r ui»r-i>i >xi- n izrffwi il p uk h w wifliWIKi. ' fi .iia y 

^' i i^fy pen-st? !#■ 

jpfta 
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Thcwm tA XbtJ 
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jhrdttM Vi ddc-OAt naititab o' wwdians^o 


RiFWHswwci mm ExmimoN of wa-uunty 

ii ifE- PAK df*it3E5 a s^ftTwi t«tM-nry f*fK4 after T«e »-£^ -MtiTHTp 
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A WARNING: DO NOT USE WITH FRONT 

OR REAR PROJECTION TV A 


Do mol use a front or rear projection television with your 
Nintendo Entertainment System { lL NE 5") and NES games. 
Your projection television: screen may be permanently 
damaged if video games with stationary scenes or patterns 
are played cm your projection television. Similar damage may 
occur if you place a video game on hold or pause, II you use 
your projection television with NES games, Nintendo will not 
be liable for any damage. This situation is not caused by a 
defect in the NES or NES games; other tixed or repetitive 
images may cause similar damage to a projection television. 
Please contact your TV manufacturer for further information. 




PrinCwl in Ju pan 


















































[p or photocopy this form; fill in com¬ 


pletely and send 



a 



or money 


order in an envelope addressed to: 


i> • • It • C • • 1 • • * ^ ^ • • 

Kemco/ $cika 
20000 Marifl&r Ave 
Suite 100 
Torrance, CA 
90503-1670 


Please allow up to ■% wtifkS f-oc d&livtry 


• I 



from time to tlmo and need 

B •• * ^ ^ ^ » •• •• -• -<»• • • • » • pt * *• « * - ^ • * • 

r Ov "CnT v 4 - , 7^%iv f r -* Vj^* * • i# fr>vF | . •• 

some professional advice. 

4 V rT»r ■» • ^ # ^ 4 ^ •• • 4 *4 • f ~ «• 4 * d • «• < 

1 11 lei y# in. on an Inside 

tip If ya promise to keep yer 

• • * *# • • 

k* • 4 • m m • • A | M M + A ^ t | •• 

ittyg Shut about it. There'll 

’ ■ • at -*• " • «t | - | 9 r* i ft * » • | • -* * • ^ 

this book, see, that'll get ya 
outta any mess. SsslihhE It’s 

called The &£]& Vu UtnttiGOk, 

Just clip out, photo- 
tOpy Or Secretly photograph 

• At & > m 

the form at left, fill it if! and 

send It with the right amount 
of dough, Vo-u'lr get three 

• 4 « A " • to r • r A • • f a * A* • « • • • • 

levels of answers to all yer 
questions with opt the ri^k of 
losing yer detsctive r s licefi^e 
Goad luck, pair 


l know 


and 3f ya weren't so groggy 
you'd have solved this case by 

l *® 1 _ • * A * ‘ A •• • ^ ' • • SB 

now. wouldn't ya? But, hey r 

wo all got a little tripped up 


























